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TA IX AITAPATHO-ITPOI'PAMHA PEAJII3BAIIIA B
APXITEKTYPI RTX

BiHHMIBKMI HAIllOHATFHUHA TEXHIYHUHA YHIBEPCUTET

Anomauin

YV 0onosioi posersoaromuca ghisuko-mamemamuyni 3acaou mpawcnopmy ceimia y Komn'romepwii epagiyi ma
cyuacui memoou ix obuucaroeanvroi anpoxcumayii. OCHOBHY y6azy NPUOINeHO aHANi3y IHMeSPAanrbHO20 PIGHAHHSA
PpeHoepunzy ma tio2o YUCeIbHOMY PO38'a3aHHI0 3a 00nomo2oio memoodie Moume-Kapno. [ocniosceno cneyianizosamny
anapamuo-npoepamuy apximexmypy NVIDIA RTX, sika peanizye yi moodeni wepes RT-s0pa ons anapamnoi 0opodxu
iepapxii oomexcysanonux 00'emis (BVH) ma mensophi siopa onsa LLI-Oenotizuney.

Kniouoei cnosa: TpaHCTIOPT CBITJIA, PIBHSAHHS PEHAEPUHTY, TpacyBaHHs NPOMeHiB, apxiTektypa RTX, BVH,

Mounre-Kapno, DLSS.

Abstract

The report considers the physical and mathematical foundations of light transport in computer graphics and
modern methods of their computational approximation. The main attention is paid to the analysis of the integral
rendering equation and its numerical solution using Monte Carlo methods. The specialized hardware and software
architecture NVIDIA RTX, which implements these models through RT cores for hardware processing of the bounding
volume hierarchy (BVH) and tensor cores for Al denoising, is investigated.

Keywords: light transport, rendering equation, ray tracing, RTX architecture, BVH, Monte Carlo, DLSS.

Beryn

Po3BuTOK KOMIT'10TEpHOI Tpadiku peasbHOTro Yacy 3HaXOAUTHCS Ha eTarli (pyHIaMeHTaIbHOTO IePeXory
Bil MeTonmiB pacrepm3amii 10 ¢izmuHO KopekTHOro peHaepurry (Physically Based Rendering, PBR).
HocsirHeHHst ¢oTopealnizMy BHMara€ TOYHOTO MOJICIIOBAHHS TPAHCIOPTY (DOTOHIB y TPUBHUMIPHOMY
MPOCTOpi, IO OIMHUCYETHCS CKIAJHUMHU 1HTETpO-Iu(epeHIlialbHIMI PIBHIHHAMH (i3UKH  ONTHKH.
TpuBanuii 4ac OOYMCICHHS LUX pIBHAHB OyJa0 MOXIMBHM Jme B oduaiH-peHnepunry. IlosBa
Mmikpoapxitektypu RTX (Ray Tracing Texel eXtreme) Big NVIDIA 3anpoBaaunna crierianizoBane anaparae
MPUCKOPEHHS, sIKe 3pOOMII0O MOXIIMBUM HaOJNMKEHE pO3B'sI3aHHS (yHIAMEHTaIbHUX (i3WYHUX PiBHSHB
CBITJIa B IHTEPAKTHBHUX JIO/IaTKaX.

dynnamentom PBR € 3akon 30epeskeHHs eHeprii. MateMaTnuHOIO (hopMatizamieto mboro 3aKoHy JUIs
OINITUYHOTO CEpENIOBHIIA € PIBHSHHS pEHIIEPUHTY, BIiepiie 3amponoHoBaHe [xeiimcom Kamkiero y 1986
pori [1]. Le inTerpanbue piBHsAHHS OpenronbsMa qpyroro poay, sSKe OMUCYE 3araibHy KUTBKICTh CBITIIOBOL
SHeprii, 110 BUMPOMIHIOETHCS 3 TIEBHOI TOYKH HOBEPXHI y 33]aHOMY HAIPSIMKY:

Lo(x, wp, A, t) = Lo(x, wy, A, t) + jfr (x, w;, Wy, VL (x, wi, 4, t)(w; - n)dw;
Q

ne: L,— 3aranpHa cheKTpajbHa EHEepreThdHa SICKpaBicTh (radiance), 110 BUXOOUTH 3 TOYKU X Y
HaNpsIMKY , ; L, — BJlacHE BUIPOMIHIOBAHHS MOBEPXHI B TOULI X ; fn — 1i”Terpan mo miBcgepi
() BXiTHMX HaIpsSMKIiB HaJ| TOUKOIO X; f, — JBoHampapnena QyHkmis BinousHoi 3narHocti (BRDF), mio
OIIMCY€E ONTHYHI BIACTUBOCTI MaTepiaiy; L; — CBITJIIOBa €HEprisl, 10 HAAXOAUTH y TOUKY X 3 HAIIPSIMKY ;;
(w; - n) — reomerpuyHui QaxkTop (KOCHHYC KyTa M BXiZIHUM MIPOMEHEM Ta HOPMAJLTIO 1), IO BPAXOBYE
ocnalJIeHHsI CBITJIa IPY TIOXWIJIOMY T3 [iHHI (TeOMETpUYHA CYTh IMX KOMIIOHEHTIB Ta X B3a€MOJIisi HAOYHO

nmojaHi Ha puc. 1).
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Puc. 1 — TeomeTpruyHa cxeMa TPaHCIIOPTY CBITJIA B TOYIIL X: B3a€EMOJIS BXiJHHUX (W;) Ta BUXIAHUX (W, ) TPOMEHIB.

Hnst neramizanii f,, 4acTo BUKOPUCTOBYIOTH (Di3MYHO KOPEKTHI MIKpOTpaHHi MOJIEINi, HAIPUKIIA, MOJIENb
Toppenca-Crnappoy, ne BRDF po3zninserscs Ha audy3Hy Ta 13epKajibHy KOMIIOHEHTH:

¢ DWFG,GG,0,h)
fr(x'wi;wo) _kd; kS 4((l)i'n)(wo'n)

ne kg, ks — xoedimientn audysii Ta a3epkambHOCTi, D — QyHKIiA po3nonury MikporpaHed, F —
koedinient @penenst, G — QyHKIISI TEOMETPUIHOTO 3aTiHEHHS.

AmHaniTuuHe po3B'si3aHHs piBHSAHHA Ka kil 1715 JOBUIBHUX CIEH € HEMOXKIIMBUM. TOMY BUKOPHUCTOBYIOTh
CTOXaCTHYHI YHCENbHI METOAM, 30Kpema iHTerpyBaHHA Monte-Kapno, ske ampokCUMye IHTEeTpan siK
CepenHeE 3HaUCHHsI BUIIAIKOBUX BUOIPOK:
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ne N — KinbKiCTh BHITYIIEHHX IIPOMEHIB (BUOIpOK), f(w; j) — 3HAYEHHS MiIHTErPaIbHOl PYHKIIT 115t

J-TO TIpoMeHs, a p(wi, j)— (GYHKIS MIIBHOCTI MMOBIpHOCTI BHOOpPY HampsiMKy Tipomens. Came 1ei

MaTeMaTUYHUM amapar JeKuTb B OcHOBI anroputMmy Path Tracing (TpacyBaHHS LUIAXY), SIKUH anapaTHO
peanizoBano B RTX.

Peamizauis merony Monrte-Kapno B peanbHOMy uaci BUMarae OOYMCIICHHS MIUIBSIPAIB HEPETHHIB
MIPOMEHIB 3 TeOMETpi€I0 CleHH Ha ceKyHny. Kmacuuna apxitexktypa GPU BHKOHyBajna 11e Ha IOTOKOBHX
MyneTHIIporiecopax (SM) mporpamuo, mo Oyno HeedektuBHO. Mikpoapxitektypa RTX 3amposaanna
cneniamizoBani Omoku — RT-saapa (Ray Tracing Cores), iHTerpoBaHi B CTPYKTYpy TOTOKOBOTO
MYJBTHIIPOLIECOPa (CIIPOILEHY CXeMY apXiTeKTypH Ta JIOTIKy PEeKypPCUBHOIO TpacyBaHHS IIOKa3aHO HA PHUC.
2).



CXEMA APXITEKTYPU RTX TA TPACYBAHHA NPOMEHIB
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Puc. 2 — Anaparna apxirekrypa RTX SM 3 RT-saapom (371iBa) Ta JoriyHa cxeMa peKypCHBHOTO TPacyBaHHS IIPOMEHIB (CIIpaBa).

TonoBuuMm 3aBnanHsM RT-anep € anmapatHe mpuckopeHHst 00xony cTpykrypu nanunx BVH (Bounding
Volume Hierarchy). BVH — e nepeBononiona iepapxist ooMexyBansHIX 00'eMiB (AABB), mo no3Bonse
JOrapu(MIiyHO 3MEHLIMTH KUIBKICTH MEPEBIPOK MEPEeTHHY 3 TPUKyTHUKamMu Mozeni. [Ipuniun
MIPOCTOPOBOTO MOILTY Ta 00XOmy ILi€i CTPYKTypH MpoAeMOHCTpoBaHO Ha puc. 3. IlporpaMua peanizawis
(API DirectX Raytracing abo Vulkan) BUKOHY€ HACTYITHUH alTOPUTM:
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Puc. 3 — Cxema ctpykTypu Ta 06xomy iepapxii oomexysansaux 00'emiB (BVH) RT-stapom.

KIHLEBI TUCTU  TPUKYTHUK #42
(TPUKYTHUKM)  (KIHLEBWY TIUCT)

RT-sapo amapaTHO BHKOHYE TECTyBaHHS «IPOMiHb-00'€M» Ta «IIPOMiHb-TPUKYTHHK», IOBEPTAIOUU
mporpami Jiuie miareepaxkenHs nepetuny. Lie 3inpase CUDA-sapa a5t BUKOHaHHS MIEHAepiB MaTepiais.
API RTX niarpumye pi3Hi THIIM IPOMEHIB, SIK TIOKa3aHO B Ta0uiIi 1.



Tabmuns 1 — OcHoBHi Tunu npomeHiB B API DirectX Raytracing Ta ix mpusHaueHHs

Tun npomens (Ray Type) ®iznune npu3HAUYCHHS Kinekicts BH61.pOK (Samples
per pixel)
Primary (Camera) [MepBuHHUIT IPOMIiHB BiJl KaMepH Yepe3 MiKCelb 1
ITepeBipka BUIMMOCTI JpKepesia CBiTIa 3 TOUKH
Shadow PeBIP A JoKep 1-2
(TiHi)
. . Bin6urts Bi, KaJTbHUX MJICHHS
Reflection/Refraction 76 A Aseprar abo 3anomICHHs y 1-4+ (pexypcuBHO)
MPO30PHUX MOBEPXHAX
. . i iSTHOTO CBIT. st 1) BHOT
Indirect Radiance 36ip poscisno O CBITIA AU floGakHoro 1-N (cToxacTu4HO)
Ocsitinenns (GI)

Ockinbku po3paxyHok piBHsHHS Kamkii MeTomom MonTte-Kapio B peanbHOMY Yaci 103BOJISIE BUITYCTHTH
niiie 1-2 mpoMeHi Ha MiKCellb, pe3ybTaT MICTUTh 3HAYHUI BHCOKOYACTOTHHUH 1IyM. [1Jist po3B'si3aHHsI i€l
npooiemu B apxitekTypi RTX BukopucroBytoTbes TeH30pHi siapa (Tensor Cores), siKi BAKOHYIOTb MaTpHUH1
MHOKEHHSI 3 HAIiBTOYHICTIO JUIsi poOOTH HEWPOHHHMX Mepek. 3arajbHy cxemy iHterpamii mmx -
AJITOPUTMIB Y TIPOIIEC PEHICPUHTY HABEICHO Ha pUC. 4.

MIABULLEHHA NPOAYKTUBHOCTI: LI AEHOM3WUHT TA DLSS

BXIAHI AAHI: LWYMHE 306PAXKEHHA OBPOBKA: HENPOHHA MEPEXA BUXIAHI [AHI: YACTE 30BPAXKEHHSA
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Puc. 4 — Cxema interpauii LI-anroputmis (Jenoiizunr Ta DLSS) y nponec peaaepunry RTX

Ockinbku po3paxyHok piBHsHHSA Kamkii Meronom Monre-Kapiio B peanbHOMY 4aci 103BOJIsIE BUITYCTUTH
nie 1-2 mpoMeHi Ha IiKCellb, pe3ylbTaT MICTUTh 3HAYHUI BUCOKOYACTOTHUH 1ryM. [1Jist po3B'si3aHHsI i€l
npobiemu B apxitekTypi RTX BukopucroBytoTbes TeH30pHi siapa (Tensor Cores), siKi BAKOHYIOTb MaTpHUUH1
MHOKEHHSI 3 HaIliBTOUHICTIO JUIs1 POOOTH HEHPOHHUX MEPEXK.



Pazom i3 texmomorieto DLSS (Deep Learning Super Sampling), 1me H03BOJISE PEHICPUTH CIEHY Yy
MEHII{ BHYTPIIHIA pO3AiIbHIHN 30aTHOCTI 31 3HAYHUM MiABUILIEHHAM poayKTHBHOCTI (Tabnuis 2).

Tabnums 2 — [TopiBHAUTBHUE aHaIi3 MIBUAKOCTI PEHAEPHUHTY Ta (Pi3WIHOT TOUHOCTI

Merton peHaepUHTY pmﬂi}g;p;;}zﬂcu OO6uucieHss Gi3uKy CBITIIA PiB(;?;LE};ﬁﬁ)(ﬂo Bl(ﬂ;{“);(}lf(l)ﬁggf S
Pacrepusaris (Native) 4K HI;I{3;6K; H(;i::gif))m BincyrHiit 100%
Path Fﬁréchi{l}[gg(;l\_])a five, 4K [osue piBHsaHHA Kamxkii Exerp GI;/I;;;I)L i (1 ~3-5%
Path Tracing (Native, 4K Iosue piBusiHs Kampkil Bucoxkuii (1 spp) ~25-30%
3 RT sn1.)
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BucHoBku

AmapaTHo-TIporpaMHa peali3aiisi METOIB pO3B'S3aHHA IHTETPANbHOTO pPIiBHSHHS PpEHACPUHTY B
apxitektypi RTX € mpuxmamoMm ycmimHOi cuHeprii (i3WKA ONTHKH, MPHUKIATHOI MaTeMaThKh Ta
MikpoenekTpoHiku. [lepeknanaHas oOUMCIIOBAIBHO BAKKHX 3a/ad iHimiamizamii TpaHCHOPTY MPOMEHIiB
(o0xim BVH) na creniamizoBani RT-sapa, a 3amau miHimizanii gucrepcii (ImymMy) Ha TEH30pHI siapa
JIO3BOJIMIIO BIIEpINIE HAONM3HUTH I1HTEPAKTHUBHY KOMI'IOTepHY Tpadiky M0 KiHeMaTorpadiqHoro piBHS
(i3U9YHOT TOYHOCTI.
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